Red Dwarf: The Game 
Walkthrough For Parts 1-5 



Part 1 

Aboard Red Dwarf 

Talk to Holly about Rimmer and the others, then get off the bunk. Look at the A-Z of Red Dwarf to find a 
hidden key. Turn right, and use the key in Rimmer's locker. Take empty coat hanger and torch. Operate 
Lister's locker, and take lager. Note down floor numbers from list on the inside of the door. Turn right and 
shine torch on light detector. Operate lift. Go to Hologram Simulation Suite. Operate drawer to find 
hologram remote. Push blue button on console to enter Hollister's office. Operate left drawer to find 
keycard. Pick up pencil. Leave the room. Leave HSS. Go outside sleeping quarters. Use keycard in waste 
disposal unit, and take Talkie Toaster. Enter sleeping quarters, turn left, then left again. Plug toaster into 
wall socket, talk to him for a while until he gives you toast and Lister beats him up. Pick up toaster and 
you'll get a piece of broken glass. Go back to lift and down to the Cat Shrine. Put toast in hatch, enter the 
shrine and pick up the candlestick and the Krispies. Leave shrine and go to Hologram Simulation Suite. 

Push blue button to get to Hollister's room. Put the piece of glass onto the lamp, then switch it on. Light 
the candle with the burning list, and exit room and HSS. Go to sleeping quarters. Scribble out 'NO' on the 
NO SMOKING sign, then light with the candle. Operate the box to get a CD, then go to the lift. Go to the 
drive room, talk to Holly and return to the lift. Go to docking bay. 

The Planet Qhired 

After talking to Holly and leaving Starbug, talk to the alien woman, and go to her house. After trapping you 
inside her bedroom, take the poster from the wall, operate the cupboard and take the silver key. Turn left, 
and use the key in the cabinet. Open right hand drawer and take the pair of knickers. Put them on the giant 
tweezers, then cut the coat hanger with the tweezers. Use the wire to pick the lock and escape. After the 
short cut scene, go to the lookout point at the top of the map, and take the rock. Sharpen the rock on the 
brick on the castle wall. Go to the forest and take a closer look at the tree. Use the sharp rock to prise 
open the panel, and enter the forest. Take the trowel and the clay. Go to the castle again, and put the clay 
in the lock to make a wet imprint. Go to the river, and put the bowl of Krispies onto the bank of clay. Cut 
around the bowl with either the glass or the rock, and then push it into the clay. Dig it up with the trowel. 
Go to the lookout point and take the telescope off the pole, replacing it with the bowl. Attatch the wet clay 
key to the bowl. After reading the manual inside the tent, you will know you have to wait until twelve 
o'clock for the clay to dry. Y ou can do this by actually waiting until midday, changing your computer clock 
until midday or typing in the cheat (which I'm not going to tell you!). Once the key has dried, use it in the 
lock to the castle. 

Part 2 

Inside the castle 

Go into the laboratory and look at the book, which tells you how to make gunpowder. Operate the 
cupboard to get the beaker, then put it on the tripod. Pour some lager into the beaker, and turn left. Take 
the bottles from the top shelf, then add these to the beaker as well. Light the Bunsen with the candle, and 
push it underneath the tripod. Take the acid and go into the kitchen. Take the saucepan, turn right, open 
the dishwasher and take the tongs. Leave the kitchen and go upstairs to the princess's room. Burn through 
the lock with the acid and enter the room. Take the flame-throwing hairdryer and use the tongs to pick the 
apple from the tree outside. Go to the bathroom and take the bog brush. Go downstairs and into the 
kitchen, then put the saucepan next to the washing machine. Lever the machine open with the bog brush, 
and take the jeans. Go back to the bathroom and use the jeans on the rope like a zip wire. After the rather 
badly animated cut scene, take the small box from the shelf then throw it out of the window. Operate the 
window and take the bits of charcoal from the smashed box. Open the pigpen and put the apple in the food 




box. Lister closes the door while the pig does its business, so open it again. Scrape up the manure with the 
trowel, then enter the kitchen. Turn left, and put the manure in the cauldron. Turn on the cauldron and wait 
a while for the manure to boil (or type in the cheat), then take out the manure with the trowel. Turn right 
twice, then stick the manure very in the fridge. (Don't try this at home!) Wait for the manure to cool (or 
type in the cheat) then operate the fridge to find saltpetre crystals. Go back to the lab, turn left and look at 
the Periodic Table. Click on sulphur, then go into the mine. Move the mouse around the screen until you 
feel a lantern (top right), then light it with the candle. Bum the sulphur out with the hairdryer. Exit the lab, 
then go to the pulverising room. Put the saltpetre, charcoal and sulphur onto the pulveriser, and attach the 
Yello-Tak to the spike. Push the Yello-Tak to start the machine. Take the gunpowder and go upstairs to 
the safe room. Put the gunpowder on the catch of the safe, then light it with the candle. Return to the room 
and take the speakers. Go to the spare room where you can see the inhabitants of the planet surrounding 
Starbug. Put the speakers next to the window, put on the headphones and play the CD in the speakers. The 
hideous sounds of Reggie Wilson scare off the aliens, leaving you with a safe route to Starbug. 

Part 3 

The deserted space station 

After appearing in the space station, returning the game to a slightly more sci-fi theme, use the keycard to 
open the door. Move Lister to the canteen (yellow), go inside and take the bottle. Smash it on the table, 
and take the corks. Put the corks on the kitchen tongs from earlier. Exit the canteen and go to the robot 
room (red). Talk to Holly about the robots, making sure they're dead. Use the insulated tongs to pick up 
the buzzing cross. Pick up the antennae of the robot facing you on the front row. Use the antennae 
together. Exit the robot room and go to the captain's office (dark blue). Use the buzzing cross with both of 
the door locks, and enter the room. Take the box of tissues, exit the room and return to the canteen. Mop 
up the mess made with the wine bottle, which reveals an instant win bank note in the bottom of the box. Go 
to the DIY shop (purple) and use the note in the vending machine. Take the box, which opens to reveal a 
mini screwdriver. Take the ladder. Leave the room and go up the corridor. Use the antennae with the 
ladder, and then put it against the vent plate. Open the plate with the screwdriver, and take the screws to 
the DIY shop. Cut the heads off the screws with the tools, and go to the captain's office. Put the screw 
heads in the coin slot, which reveals some books. Try picking up the books until Lister picks up the green 
one, then go across to the teleporter room. Talk to Holly about the dictionary, then wait for him to translate 
the teleporter controls (or type in the cheat). Take the scanner and go back up the corridor to the vent. 
Attempt to use the torch with the hole, only to find it's broken. Flip open the hologram remote with the 
screwdriver, and the batteries are put into the torch. Use the torch with the hole. Scan the docking bay 
floor with the scanner, then take the results to Holly. After teleporting to the docking bay you find out that 
Starbug has been stolen by Xezba, who was hiding on board from the Reggie Wilson music. Shoot at 
Starbug using the space bar when it crosses your path. This part of the game doesn't work on some 
computers - don't ask me why. E-mail me to find out the next password if this happens. Shooting at 
Starbug is VERY difficult, and you could be waiting five minutes before it crosses your path, and even then 
you may miss! After hitting it five times, Xezba travels through a wormhole, so you follow her. 

Part 4 

The service station 

After talking to Tricheur, go to the Little Chef, and use the sharp rock on the crack in the wall to reveal a 
brick, which you take. Go back to the main street, and go down the alley. When Rufus is looking away, 
take the money out of his hat. Talk to Rufus about the machine, then put the coin in it to play. Again, this 
doesn't always work on some machines, so e-mail me and I'll tell you the cheat if it happens to you. Smash 
the window on the right with the brick. Take your winnings to the shop on the main street, and buy a packet 
of Mega Balls. Break the fire alarm using one of the things in your inventory, then pick up the speakers. Go 
to the toilets, and tell the mechanoid about the broken window. He doesn't believe you. Go behind the 
toilets and take the colander from the dumpster. Put it in the hole below the tube, and put the piece of glass 




inside. Close the dumpster lid, and press the button on the poster, which washes the glass. Show the glass 
to the 'noid outside the toilets, and he rushes off to fix the window. Take his mop, and enter the toilets. 
Unscrew the hook on the right with the screwdriver, and attach it to the mop. Go to the security guard's 
office next to the shop, and talk to Ed. Compliment his mug, ask him about the Space Girls, and test his 
stupidity by telling him that Baby Space is standing right behind him. Open the cupboard on the wall with 
the hook on the mop, then attach the poster to the hook. Put this up on the television screen. Put the 
speakers onto the table by giving them to Ed. Go back into the shop and turn the CD to start the speakers. 
Ed thinks the Space Girls are on TV. Go upstairs and take the mug from Tricheur's desk. Put the Mega 
Balls into the mug to make a neat musical instrument sure to liven up any rainy day. Give this to Rufus in 
the alley, and watch as he gets knocked out by a flying boot from a window above. Pick up the boot and 
give it to Tricheur. He says he needs a picture of Xezba. Go back up to his office. Take a closer look at 
the nebula out of the window, and Liser says he doesn't remember seeing it. Operate the 'window', which is 
actually a secret cupboard. Push the button and turn on the computer. Go into the picture archive, and type 
in 'alien' in the search box. Double click 'alien.jpg' and right click the picture to print it out. Take the photo 
and show it to Tricheur. He remembers Xezba, and tells you that she has stolen one of his ships, but he has 
no idea where she went. 

Back in Starbug 

Return to the Starbug sleeping quarters to find that Xezba has turned the place upside-down. Pick up the 
sock, and turn right. Pick up the curry powder and turn right. Pick up the rod and the origami book (in 
some versions this a book on public speaking). Go left twice, and close the locker door. Bash the dagger 
with the book, and open the locker. Take the dagger and use it to remove the cellophane wrapper on the 
curry powder. Turn right twice and pour the curry powder over Rimmer's non-flammable pyjamas. Light 
the curry powder with the hairdryer or the candle, and put the sock on the rod. Heat up the rod with the 
flame, then burn a hole through Lister's other locker. Open the locker by using the hook with the hole, and 
find that the ice machine has broken. Warm the lager with the hairdryer, and take the straw. Go to 
Rimmer's area and open the left hand locker with his locker key. Take a pen and turn left. Use the pen to 
draw up some of the blue liquid from the floor, and show it to Holly. Put it in the hole on his left (your 
right). He tells you it's either luck or sexual magnetism virus. Suck up the rest of the liquid down the hole 
with the straw. Holly tells you a time-hole has materialised outside the service station, where Lister predicts 
they will find Rimmer, the Cat and Kryten. 

Part 5 

Xezba’ s Ship 

After going through the time-hole, Holly tells you that it was actually Xezba who kidnapped the crew by 
going through the time-hole and getting there before you. You encounter the ship and enter. In the first 
corridor, give the remote to Holly, who will produce a map of the floor showing you where Rimmer is. 
Following the map, go to the room outside the prison and look at the palm reader. Lister says he thinks he 
could get in the prison if he got a palm print of someone who has access, but first he’ll need something 
doughy to get the imprint in. Find the kitchen where you will see Xezba busily chopping carrots, ff you 
look at the cookery book. Lister will find the recipe for dough to be flour, water and margarine. Move back 
past the prison to the sleeping quarters, pick up the lava lamp, take a pair of knickers from the drawer and 
cut the string off the box with the glass \ dagger. Leave the room and find the officers toilets. Empty the 
liquidy part of the lamp down the loo, pick up the plunger then head to the Captain’s office. Take the 
boomerang from the wall and look at the sheet of paper on his desk. It is a floor plan with one of the tiles 
missing. Look away and then pick up the plan. Use the trowel to dig up the corresponding tile, which 
reveals a new keycard. Use this on the drawer to find a hologram CD. Use the piece of paper with the 
origami book, and Lister skilfully produces a paper cone. Go back to the sleeping quarters and plug in the 
lava lamp. Switch it on to warm up the wax then switch it off and pick it up. Before the wax cools (if it 
does then plug it in again) tip it over the cone to make it water-resistant. Next, go back to the toilets and fill 
up the cone with some water from the sink. Go back into the kitchen and put the empty lava lamp case on 




the shelf underneath the flour, then puncture the bag with the pencil. Flour will fall from the bag, filling up 
the lamp case. Find the store room and construct a bow and arrow by using the knickers with the 
boomerang, the string with the plunger then the plunger with the bow. Look up and use the bow and arrow 
with the top box of the pile, which conveniently contains margarine. With all three ingredients, go back to 
the sleeping quarters and put them in the food preparer. Once the final ingredient is in, it will give you some 
pastry. Next, find the Flologram Simulation Suite and put the CD in the console. After Miller has finished 
complaining, give him the pastry and he’ll give you his handprint. To show how truly thankful you are, you 
switch him back off. Head back to the kitchen where you are alarmed to discover Xezba has gone missing. 
Take the chocolate from the chopping board, and drop it into the oven followed by the pastry. The result is 
a chocolate hand, which can be used on the palm reader outside the prison. 

Inside the prison 

At last, you have found Rimmer, Kryten and the Cat. After explaining the identity of Xezba and how they 
were captured, they leave it to you to get them out of the cage. Use the remote on Rimmer, and Holly 
programs it once again. This time, the remote shrinks a very surprised and annoyed Rimmer to the size of a 
box of Tic-Tacs. Pick him up and he appears in your inventory. It’s not over yet, however, as the Cat 
smells Xezba approaching the prison. Before you can do anything, the door slides open and she blasts you 
with a stun gun. 

Inside Lister’s pocket 

As Rimmer, pick up the piece of greasy paper, then use it on the margarine. This greases the floor in front 
of the marg, enabling you to push it along the floor. Once the margarine is next to the mop, climb onto it 
then continue up the mop. In the second room, take the keycard and place it on the pencil, to make a see- 
saw. Go through the hole previously covered by the keycard to enter the next room. Take the wire and go 
back through the hole. Use the wire to take the chewing gum from the pocket wall. Once you’ve done this, 
go back through the hole again, and dunk the gum in the lager to make it nice and sticky. Use the wet gum 
to take the piece of glass from the top of the curry powder, then pick it up. Place the glass on the see-saw, 
then step on the other end. You fire yourself upwards, and grab onto the teleportation scanner. Pick up the 
liquorice allsort, and drop it down the hole. The sweet lands on the see-saw, and the glass is catapulted 
back to you. Pick up the glass, and use it to widen the small hole on the left-hand side of the pocket. 

Now, sit back and watch what happens next... 




